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a WARNING 

TIME ZONE is NOT for the beginning adventurer. 

rer complete a few of the other HI-RES Adventures before 
© awestruck by the length and magnitude of this 
imately 1,300 rooms with over 






We recommend that the beginning adventu 
tackling TIME ZONE. Even an advanced player may bi 

rogram. TIME ZONE is an extremely large adventure game. It has approx’ 
ie 1,400 HI-RES pictures. 
. ROBERTA WILLIAMS spent over six months 
writing and designing the game before the first line of code for the game was actually written. 

From the first day Roberta introduced the project to the ON-LINE staff, Roberta, Ken Williams, Bob 

Davis (who wrote HLRES #4), Rorke Weigandt, Jeff Stephenson, Warren Schwader, Eric Griswold, Terry 
Pierce, Barry Blosser, and Michelle Pritchard each spent 6 to 12 hours a day working to make TIME 


ZONE a reality. 

It was the biggest project that ON-LINE SYSTEMS has ever embarked upon. To make TIME ZONE fit 
in memory, it required a complete restructuring of our adventure programming procedures. New graphic 
routines had to be written and a new procedure had to be developed to accommodate for the movement 
of information from one scenerio disk to another. HLRES pictures had to be drawn and redrawn at an 
average drawing time of close to an hour per picture. Logic for each timezone was written and rewritten to 
take advantage of new graphic and technical applications as Ken Williams, Jeff Stephenson and Warren 
Schwader developed them. Bob Davis, project coordinator, spent thousands of hours working with 
programmers to insure that each time zone fit with the other. The final product of these many months ot 
work is much larger than we ever imagined at its conception. TIME ZONE was originally intended to be 
on five or six disks (one side only), but it is much bigger than that. TIME ZONE now takes up both sides 
of six disks. The TIME ZONE player is able to go to seven continents in nine periods. 

It has been an incredible undertaking. TIME ZONE is by far the largest and most complex game ever 

\ 









a year in the making 






TIME ZONE has been over 



























written for any microcomputer. 
We sincerely hope you enjoy it. 











TIME ZONE is a copyright of ON-LINE SYSTEMS 
© 1982 by On-Line Systems 
All rights are reserved. 

Artwork is copyright of David Mann 
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TIME ZONE is like thirty full sized regular adventure games: 
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A Note on Support 
Because TIME ZONE is so flexible a 
seemingly unsolvable problem should ex} 
requesting help from On-Line Systems. It a 
you have through information found in Pe 
Remember: Finding a solution yourself wil 
have used to contact us. 


Due to the large amount of information thes 
TIME ZONE, we will not be in the position to dea Customer 
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ON-LINE SYSTEMS introduces arcade ‘as an art form. THRESHOLD, by WARREN 
SCHWADER and KEN WILLIAMS, features fast smooth ‘animation, HI-RES graphics, 
‘and more challenge than you'll find in any other arcade game ‘on the market. 

THRESHOLD is an arcade game with alien attackers galore. In fact, 
"il ever see. THRESHOLD was designed to be 


won't get bored of, ‘and that means a consta 
than that, THRESHOLD means constant 





an arcade game that you 
game with a graduated skill level, but more 


fun. 
THRESHOLD rune on ony 48K Apple It or lt Plus DOS 3.2 oF 3-2 Avaliable now for $29.95 on disk from your local 


Computer store or you may order directly from 


as_8 BREE systems 
20575 Mudge Ranch Road - Coarsegotd, CA 92614 - 209-083-4088 
‘A00 $1 00 FOR DIRECT ORDERS Visa, Master Crarge. 0.0. or Checks Accepted 
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Two New Additions to our Best Selling 
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